I get it, I'm a twink. 

  

 One of the modifications (Shields) requires that Halla take the Tech Specialist feat presented in SOTG Pg 20. If she also takes Starship Designer, I'd like to have her modify several of the ship's systems, but that can come later. 

  

    Pretending for a moment that Halla and Jaina, given technical assistance by Master Denea's crew, could spend a significant budget on heavy modifications(gutting and rebuilding) the Saber's Edge, here's the Mark II version, Knight's Edge.  It's about as twinked-out as I can get it, and is the perfect gunship for a small crew that has a penchant for getting into entirely too much trouble.  Its shields are impervious to fighters without some luck, but she still can't stand up and duke it out with capital ships.  Time calculations are made assuming we can get fifteen people at a time to work on the ship. 

  

Saber's Edge, Mark II: 

  

Stock Gunship, (Gutted E-9 Explorer hull?) 

Crew requirements increased by 50% (2 steps) gives +4 Emplacement Points 

Consumables decreased to 2 weeks (2 steps) gives +4 Emplacement Points 

Passengers reduced by 2 (2 steps) gives +4 emplacement points. 

  

Medium Cargo Pod, integrated(like the E-9), grants 30 tons of cargo. Sacrifice 25 tons for +5 Emplacement Points.  

  

Vessel: Knight's Edge 

Prototype Jedi-crewed Gunship 

Colossal Gunship 

Init -6; Senses Perception ?
Defense Ref 14, (Flat-Footed 10), Fort 20; +10 Armor. [+12, -2 Prototype] Size Mod -10  

HP 150 DR 15; SR 75 (55, +5 Tech Specialist modification, +25% Prototype)  (Recharge at 10/round with DC20 Mechanics Check); Threshold 60 [-10 Prototype] 

  

Speed fly 12 squares (Max velocity 1,200 km/h), fly 6 squares (starship scale) [+1 Prototype]  

Quad Fire-Linked Heavy Laser Cannon, +6 (Autofire +1), 10d10x2 (+1/2 Heroic Level) 

Quad Fire-Linked Medium Ion Cannon, +6 (Autofire +1), 10d10x2 (+1/2 Heroic Level) Ion 

  

Combat Thrusters: Vehicle is treated as a Gargantuan Starfighter for purposes of being targeted by capital ship weapons. (-20 versus Frigate or larger, non Point Defense weapons)  

  

Fighting Space 1 square (starship scale); Cover: total 

Base Atk: - Grp +40 

Abilities: Str 50, Dex 18, Con -, Int 22 

Skills: Initiative: -6  

Crew: 2 

Cargo: 15 tons; Consumables: 3 weeks; Carried Craft: None 

Payload: Unknown # of torpedoes 

Navicomputer: +5 for any Use Computer check for astrogation.  

Hyperdrive x1, Navicomputer, Backup Hyperdrive x8 

Availability: Illegal; Cost: Not available for sale 

  

  

37pts available: 

1pt: Advanced Slave Circuits/Recall Circuits:  50,000 credits 

1pt: Cargo Pod, Medium:                            5,000 credits 

3pt: Shields, SR 55:                                   30,000 credits 

2pt: Regenerating Shields:                          25,000 credits 

1pt: Jamming Suite:                                   25,000 credits 

2pt: Sensor Array Computer +4:                  125,000 credits 

3pt: Maneuvering Jets +4                            25,000 credits   

1pt: Hypertransceiver:                               10,000 credits 

3pt: Class 1 Hyperdrive:                             15,000 credits 

1pt: Combat Thrusters:                              10,000 credits 

1pt: Backup Hyperdrive, Class 8:                   1,500 credits
1pt: Navicomputer:                                   10,000 credits 

4pt: Sublight Drive, Speed 5 Squares:         100,000 credits   (Half credit given for removing 4pt, 3-square engine) 

1pt: Stygium Crystal Cloaking Device:      5,000,000 credits (Sean's pipe dream) 

---------------------------------------------------------- 

  

Non-weapon Emplacement Point total: 24/37, 431,500 credits spent.  (24x5)/(15)= 8.0 days of install time., and about an equal amount of teardown. Sixteen days to deal with non-weapon systems. 

  

However, we'll want to keep in mind that the Sith are generally very violent people, and don't always react in kind to our efforts at diplomacy.  As a result, it becomes necessary to equip the Knight's Edge with significant defensive armament. 

  

12 Emplacement Points available prior to weapon selection. 

Notes: 

I had originally set up the guns to be in pairs (2 quad heavies, 2 quad medium ions), and only realized today that there is no way for a crew of 2 to fire 4 weapons.  So, to max out,  I had to make each weapon Fire-Linked x4. That got a little ridiculous, though, so I did Fire-Linked x2 instead.  I applied the cost multipliers as follows: Base Weapon X Quad X Fire-Linked X Advanced.  

Effectively, each 'weapon' is a cluster of two sets of four reciprocating barrels.  That is an enormously sick image.  This is cost-prohibitive, but the only real way to boost damage without turbolasers. 

  

Weapons Configuration 1: 12 points available, 12 used. 

Quad Heavy Laser Cannon, Advanced Enhancements, Fire-Linked x2: 5pts, 300,000 credits 10d10x2 (+1/2 Heroic Level), Autofire Capable. 

Quad Medium Ion Cannons, Advanced Enhancements, Fire-Linked x2: 5pts, 150,000 credits 10d10x2 (+1/2 Heroic Level) Ion Damage, Autofire Capable. 

Proton Torpedo Launcher, 3 torpedoes: 9d10x2 damage, 2,500 credits. 800 credits per shot. Keep/toss?  

Docking Gun Mount, 1 pt, 1,000 credits.  Heavy Blaster Rifle, 3d10 (+1/2 Heroic Level), Autofire Capable.   Unusable in starship-scale combat. 

  

Weapons Configuration 2: 12 points available, 8 used. 

Quad Light Turbolaser, 5 pts, 37,500 credits.  5d10x5 (+1/2 Heroic Level), Autofire Capable.  

Quad Medium Ion Cannons, 2pts, 15,000 credits. 6d10x2 (+1/2 Heroic Level) Ion Damage, Autofire Capable. 

Docking Gun Mount, 1 pt, 1,000 credits.  Heavy Blaster Rifle, 3d10 (+1/2 Heroic Level), Autofire Capable.   Unusable in starship-scale combat.  

  

Sum total: 36 emplacement points spent, 882,500 credits spent, and no cloaking device! 

Alternately, 34 emplacement points spent, 5,882,500 credits spent, and we get to be cheap SOBs. 


Pretending for a moment we wanted to install the weapons, we could look forward to another 5 days of Master Denea's most talented 15 technicians working on it.  If we did this all at once, the ship would be out of commission for about two weeks of install time and a roughly equal amount of teardown time(since we're restructuring some hull, not just removing bolt-in components.)  If we need to purchase a gunship hull to begin working on, it'll cost us an additional 200,000 credits, which we could offset by selling the Saber's Edge as presently constituted. 

